




Prototyping and Evaluating VR Teaching Material on Foreign Agriculture in 
Agricultural High School
Abstract
　In Japan, for agricultural high school students to gain an international perspective, an overseas training 
program has been implemented in the country’s educational system. However, only a handful of students 
have been able to participate in the program. Virtual Reality (VR) is a useful tool for providing realistic 
experiences and is expected to help to offer the students diverse learning opportunities.
　The application of VR in agricultural high school education was evaluated by developing a VR teaching 
material consisting of 360-degree videos on a VR headset. Nine agricultural high school students in 
Japan experienced 360-degree scenes of a watermelon plantation in Kazakhstan through the VR sets. 
Subsequently they were interviewed to assess the educational performance of the VR teaching material. 
　Overall, positive feedback was observed in response to the question items consisting of learning, 
motivation, sense of presence, and VR sickness, indicating that the VR system had positive effects on 
the participants. On the other hand, we also found headset-related issues such as volume, which must be 
improved for future studies.
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